The judges for Game Chef 2014 were Lillian Cohen-Moore, Jonathan Walton, Feiya Cook, and Avery Mcdaldno. This is the feedback they have for Palm and Pine. Each entry received (anonymized) feedback from 2-4 of the judges.

Positive Feedback
-----------------
I really like how you can play as many scenes as you want but not be forced to play a certain number to “finish”. It makes it seem like it would be ideal to play as a shorter and faster story game, which I find is hard to come by.

I’m excited about the idea of continually drawing cards that change the nature of game. The ending cards are especially awesome!

This game has a lot of great things going for it. The cards are smartly designed to generate interesting situations from a bunch of different elements and also give players a unique resolution system and unique goals for each scene. Plus, the conciet of the game allows all these sorts of scenes to potentially be meaningful as part of a larger collage of stories about ancient events. That was all really great.

Critical Feedback
-----------------
It would be nice if all of the rules worked on some level and didn’t need to be ignored. In reading some of the scene cards, I’m not sure how the overall world and characters fit into them. Is each scene supposed to be a fable-like story?

Target number arrays, character stats, and token economies seem too complicated to mesh well with the “everything is constantly changing” nature of Palm and Pine. The best cards seem to be the simplest ones.

I worry a bit that the really unique and interesting structure is hampered a bit by a less imaginative and generic default resolution system, even if the resolution is continually adjusted by the cards. I think this game would work better if the characters didn’t have stats and the resolution triggered on something more interesting than “non-trivial actions.” More unique move triggers would also give the game a stronger sense of focus and “aboutness,” which might be useful in making everything hang together despite all the components of the game constandly shifting between scenes. At the very least, it would be nice to have more interesting and colorful stats that reflected the things that are important in the setting. Finally, the frame characters don’t seem to have much use; the game might be stronger if they were either made more important or dispensed with entirely. That said, there’s a lot of really great stuff here and I hope the designer continues to develop this game.